LISA THE TABLETOP: PILGRIMAGE TO THE PORN PARLOUR 
Wendell’s Bar and Grill 

A popular watering hole in South Olathe. Run by Wendell Hanlon, who serves up homebrewed beverages 
and delicious vegetables from the farms to the South. The place smells like brine and booze, a singer 
from a foreign land warbles in moonspeak from the speakers of an ancient record player. A jar of pickles 
is 10 mags and for rules purposes is identical to Jerky. A bottle of overly sweet but still drinkable Hanlon 
Hefeweizen is 10 mags and for rules purposes counts as Alcohol. The players are goldbricking there 
when they hear a rumor: “Word is, something wiped out the gang controlling the adult bookstore across 


the canyon. The mags are up for grabs” Better get there fast, everyone for miles around is going to be 
trying to cash in. 
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The route to the bookstore, if the players choose to head there and not to do something else, will take 
them South along the highway to the Town, then East across Olathe Canyon, requiring them to hike 
down, ford the River at the canyon floor, then out the other side. From there they must continue East, past 
the rest stop at the fork in the road, to the town in which the Porn Parlour is located. 

The Interstate 
A sunbaked strip of macadam, stretching to the North and South as far as the eye can see. When the 
Adult Entertainment Boys were still running things, Hernandez transportation used to send regular 
shipments along this road to the town. In the gang’s absence, the trucks have stopped, due to concerns 
over an increase in banditry. 


The Town 


The town consists of numerous Pre-Flash buildings, as well as huts and other makeshift structures erected 
afterward. The most notable structure is the gas station, which is still in operation but has no fuel for sale: 
The last of it was recently purchased by a guy in a Cadillac and his three henchmen, and there’s no telling 
when Hernandez will send another tanker in. The proprietor has plenty of other goods, including maps of 
the area, which may prove invaluable in charting a route across the Canyon. 

The Susan B Anthony Boys 

In the power vacuum following the disappearance of the Adult Entertainment Boys, the Diddle Kids are 
attempting to extract tribute and exert control over the Town. It’s quite likely that the players will 
encounter them at some point as they pass through. 

Herbert Sandoval 

Wallace Pendleton 

Derek Farnham 

Johnny Spinoza 

D10 HP 

Attack for D6+1 damage, +1 to hit 

2 Agility, 4 Dodge Chance 

100 XP each 


The Road East 

The road is paved but in ill repair, construction crews being few and far between in the Post-Flash 
wasteland. Dwarf forests of cacti and other desert plants sprout on either side. 

The Visitor Center 
If the party has a map of the area, or if they are attentive on the road from the Town to the Western edge 
of the canyon, they will spot a turnoff to the North. The area was once a National Park, and if the players 
follow the path they will find the visitor’s center. The place is clearly still inhabited, if the empty bottles 
strewn everywhere and dangling from the porch roof are any indication. Should the players touch any, or 
even if they don’t, the place’s sole inhabitant will come shrieking out the front door, a slimy looking, 
unshaven old man howling at them to leave his bottles be. 
Bottles Mclaughlin 
3D10 HP 
Attack for D6+1 damage, +1 to hit 
4 Agility, 6 Dodge Chance 
Primarily fights by throwing bottles from his collection 
D6 Mclaughlin Moonshine Bottles (Alcohol) 
D4 Firebombs 
D6 Piss Bottles 
D6 Dirty Water Bottles 
D6 Water Bottles 
D8 Empty Bottles 
If the players manage to defeat him, they can search his home to find a makeshift still, currently in the 
process of fermenting a load of root vegetables. Out back is an old pump, capable of dispensing dirty or 
clean water, depending on the GM’s mood. 


Olathe Canyon 
Olathe Canyon was once spanned by a sizeable suspension bridge, which was destroyed at some point 
after the Big Flash. Crossing the canyon means hiking a series of steep, winding trails, many of which are 


perfect locations for an ambush. The canyon floor is a veritable paradise of plant and animal life, 
nourished by the raging river at the base. There is an obvious ford that will most likely be guarded by 
thugs attempting to extract tolls from travellers, along with lesser known crossing points that anyone with 
a map or knowledge of the area may be able to find. 

The Caves 
If players detour through the caves, they run the risk of being attacked by troglodytes: cave dwelling 
humans who subsist on fungus, insects, bats, and anyone dumb enough to venture into their lair. 
Mysterious Figures 
D10 HP 
Attack for D6+1 Damage, +1 to hit 
1 Agility, 3 Dodge Chance 
All attack rolls made against mysterious figures are halved due to the darkness, unless the party has a light 
source with them (fire attacks will illuminate the target). 
250 XP each. The troglodytes have a stash somewhere in the cave of trinkets stolen from the people they 
kill. This stash has two items providing +1 armor, one providing +1 evasion, and two providing +1 to 
hit/damage. 


The East Side of the Canyon 
The terrain on the East side of Olathe Canyon is a hilly, dry sea of scrub and prairie grass. Cicadas buzz 
and flit through the air. The road stretches to the East. The atmosphere here is different. Aside from the 
insects, there are no living things in sight anywhere. 


The Rest Stop 
An old rest stop sits at the point where the road forks, Northeast toward the Mines and East toward the 


settlement. The Adult Entertainment Boys fortified it, constructing a crude palisade around it and several 
makeshift structures inside. The place is completely deserted, with no signs of a struggle. The bathrooms 
still work. There is nothing to be found here, save for in the vending machines. They have long since 
been cleaned out of anything useful, save for if someone pries the front off the drink dispenser, there will 
be a single Joy pellet where the Cocola Cola Cherry should be. 

If the players visit this place a second time, or sleep there without posting a watch, a section of the 
palisade will be collapsed as though something rolled over it. Inside one of the bathroom stalls, a joy 
mutant will sit compressed into a cube shape. 


The territory leading up to the town is entirely given over to mutants, the remains of what was once the 
Adult Entertainment Boys. They will generally keep out of sight until the party reaches the town, but will 
gladly ambush anyone who dallies or sleeps in the open. The cicadas go quiet right before they attack. 
Random Joy Mutants (Yates Talarico, James Keller, Carl Gribble) 

Abhuman creatures of great strength and unpredictable behavior. 

10D10 HP 

1 Agility, 3 Dodge Chance 

9 resistance to Stun, Paralysis, Fallen. Immune to Pissed 

Roll 1D8 every turn to determine its behavior 


Scream: AOE, +3 to hit, Inflicts Fear 
Glare: +3 to hit, Inflicts Weirdness 
Cough up Blood: Take D4 damage 


Cry: Inflicts Crying on self 
Scratch: Attack for 3D10 Damage, +3 to hit 
EZ Bite Down Hard: Attack for 4D10 Damage, +3 to hit 


2,000 XP and D4 Joy pellets 


The Settlement 

The town surrounding the Porn Parlour was once the headquarters of the Adult Entertainment Boys. The 
town is now surrounded by an improvised wall and a moat filled with whatever sharp objects came to 
hand during its construction. Electric searchlights mounted atop the wall indicate that the town has a 
generator. A neon sign salvaged from the Porn Parlour indicates who the town once belonged to. The 
drawbridge hangs wide open, one of its cables permanently severed. 
The streets of the town are devoid of human life. Structures of note include an old bed and breakfast and 
a bar. If the party make any sort of commotion, or even if they don’t, a joy mutant or two will come to 
investigate the buildings. Crafty players will find a way to avoid or dispatch them without fighting, and 
make their way to the adult book store. 

The Porn Parlour 
The Porn Parlour is well fortified, the storefront windows have been boarded up save for small firing 
loops, through which nothing can be seen. The door is reinforced against attempts to breach it, but is 
unlocked. Behind it, in the storefront, is Piter Friedman, the leader of the Adult Entertainment Boys, now 
transformed into a massive, monstrous mutant. 
Piter is large enough that he fills the entire storefront of the Porn Parlour. If the players open the front 
door, they will be confronted with an enormous, pulpy wall of flesh, which will slide to reveal a bloated 
face with beady features. At this point Piter will attempt to squeeze his way out and engage them in 
battle. A crafty party will find a way to sneak into the place without fighting him head on, as engaging 
him in direct combat is unwise. 


Piter Friedman 

A joy mutant who once led the gang that controlled the adult bookstore. 
15D10 HP 

2 Agility, 4 Dodge Chance 

10 resistance to Stun, Paralysis, Fallen. Immune to Pissed 

Roll 1D10 every turn to determine its behavior. 


Scream: AOE, +3 to hit, Inflicts Fear 


Glare: +3 to hit, inflicts Weirdness 
Cough up Blood: take D4 damage 


Cry: inflict Crying status effect on self 
Scratch: Attack for 3D10 Damage, +3 to hit 
Bite Down Hard: Attack for 4D10 Damage, +3 to hit 


Neck Break: Attack for 5D10 Damage, +3 to hit, can instant kill 
5,000 XP and D4 Joy pellets 


The back of the adult bookstore serves as the gang’s vault. It contains 600+D100 mags. In an adjoining 
room is a generator full of gasoline, which once powered the town. 
If the players delay long enough, other fortune finders (including the DK crew) will arrive looking for 
their share, as might the mutated former inhabitants. If the players took too long getting here, they may 
arrive to find other treasure seekers already attempting to plunder the treasure. 

The Road to the Mine 
The road to the mine is an uphill climb through the lightly wooded foothills of the unnamed mountain 
range on the East side of Olathe canyon. As with the road to the Adult Bookstore, travellers along this 
road must contend with the ever present spectre of mutant attacks. 


Mine Town 


Mine Town is built up around the old saltpeter mine, ringed by a sturdy wall with a gate powered by the 
bar owner’s gasoline generator. The settlement survives by trading the saltpeter mined there (an essential 
reagent in blackpowder) for other goods. The residents are besieged from without by the occasional joy 
mutant (leftovers of the Adult Entertainment Boys) and from within by fishmen, who crawl out of the 
flooded mine tunnels to rob, attack and kidnap people. The miners are served primarily by the Poetry of 
Fate, an inn, bar and brothel operated by Samuel Endymion and staffed by lascivious ladyboys and other 
assorted queers. Endymion will offer half a tank of gas to anyone willing to take a bundle of TNT into 
the mines and seal off the tunnels the fishmen keep using to drag off the workers. 

The Mine Tunnel 
The mine tunnel is an excavation of an old saltpeter cave. It is brightly lit by sodium lamps added by the 
miners, although these are only installed in the upper sections. Branching tunnels are marked with chalk, 
as well as carvings to help the miners find their way out in the event of an electrical failure. The deeper 
sections of the mine are unlit and anyone adventuring in them will need to bring a light source of some 
kind to find anything. In one of the deeper, unlit sections of the mine tunnel, they will find one of the 
tunnels marked with an ichthys, along with three exclamation marks and a crude skull and crossbones. 
Following the fish tunnel will take the party further and further down, through tunnel sections that they 
will have to walk single file or crawl on their hands and knees to pass through. The walls grow damper 
and damper as they descend, and at some point the sound of running water will be audible in the distance. 
There is also the possibility that they will find objects discarded by the fishmen, such as bones, pieces of 
metal or plastic, etc, all with the fishmen’s curvilinear, incomprehensible script carved into it. 
The fish tunnel opens into a subterranean grotto, a vast stone chamber bluely lit by bioluminescent fungi 
and algae. The floor slopes downward into an underground lake, fed by a subterranean stream, which is 
how the fishmen are getting in. Blind cave lobsters splash in mineral-choked tidepools and scuttle over 
the mossy green paste covering parts of the walls and floor. Planting a bomb against one of the load 
bearing walls here will collapse the room and seal the flooded tunnels below, prevent future incursions by 
the piscines. 
The Fishmen 
At some point visitors to the tunnels will encounter some of the following fishmen. The likelihood is 
high that they will be hostile. 
Fishman Manfish 
3D10 HP 
2 Agility, 4 Dodge Chance, 3 Fighting 
Anchor Chains: AOE, D10+3 Damage, usable every D4 turns 
Fishman Spearfisher 
3D10 HP 
3 Agility, 5 Dodge Chance, 4 Fighting 
Impale: D10+4 Damage, inflicts Bleed, usable every D6 turns 
Fishman Grouper 
4D10 HP 
2 Agility, 4 Dodge Chance, 3 Fighting 
Sunken Bells: Adds Ironbody, usable every D4 turns 
The Ocean is Calling Her Children Home: AOE, adds Cover, usable every D6 turns 
Fishman Chainsmoker 
3D10 HP 
4 Agility, 6 Dodge Chance, 2 Fighting 


Ocean Spray: AOE, Inflicts Blind, usable every D6 turns 

Sea Breeze: AOE, Inflicts Crying, usable every D6 turns 

Furious Fishman 

3D10 HP 

2 Agility, 4 Dodge Chance, 4 Fighting 

Riptide: 2D10+4 Damage, inflicts Bleed, usable every D6 turns 

Salt: Adds Enrage 

400 XP each, Chainsmoker drops a pack of cigarettes. 

It is possible that the party will meet the DK crew in the mines. They will be down there searching for an 
alleged treasure hoard hidden somewhere in the tunnels, and will look for an opportunity to trap or strand 
the players in the dark. 


Random Encounters 
At random intervals throughout the adventure, the GM can roll on the random encounter table, to see what 
the party encounters on their way to wherever it is they are going. 


1 The cacti, trees or plants alongside the road are marked with paint and brightly colored cloth tied 
around their stems or branches 


The sun (or moon) rapidly moves across the sky, transitioning from day to night or vice versa, 
coming as no surprise to residents of Olathe after the Flash 


3 A party of harmless addicts clad in nothing but brightly colored paint, searching for peyote 
among the plants 
| 


A group of hunters, wielding muskets, bows and spears, searching for Olathian fauna to convert 


into delicious jerky 


A caravan of muleteers, wielding improvised weapons and carrying loads of saltpetre from the 
mines 


A sudden cloudburst and ensuing thunderstorm, mercifully bringing rain to the parched Olathian 
countryside 


7 A whitetail deer bounds across the road, a potential meal for hungry adventurers, should they 
prove able to catch it 
A grave marker by the side of the road, perhaps with a few assorted items or trinkets left for 
whoever is interred there 


ee A cloud of smoke in the distance, indicating a brushfire somewhere over the horizon 
D4 Random Bandits! 


Assorted Fortune Seekers, Bandits and Roadagents 
The following NPCs can be encountered singly or combined into groups, either when rolled on the 


random encounter table or whenever the GM deems appropriate. Many will be making their way to the 
Porn Parlour, while others will be waiting to demand tolls or attack travellers. 
Nemo Atreides 

A swarthy wrestler with some Sikh moves 

4D10 HP 

Attack for D6+3 Damage, +3 to hit 

2 Agility, 4 Dodge Chance 

Cosmic Chop: D10+3 damage, Inflicts Paralysis, usable every D6 turns 

Tiger Uppercut: D10+3 damage, usable every D4 turns 

Poke Vital Points: \nflicts Weirdness, usable every D4 turns 

500 XP 

Harman Waits 

A down on his luck lounge singer 

3D10 HP 

Attack for 1D6+1, +1 to hit 

3 Agility, 5 Dodge Chance 


Soul Burner: AOE, Inflicts Crying, usable every D6 turns 
Haunting Melody: AOE, Inflicts Wary, usable every D6 turns 
Screech: AOE, Inflicts Bleeding, usable every D6 turns 
400 XP 

Stilgar O’Hardgay 

A muscular hoodlum clad scantily in leather 

4D10 HP 

Attack for D6+4, +4 to hit 

1 Agility, 3 Dodge Chance 

Chainwhip: D10+4 damage, inflicts Fallen, usable every D8 turns 
One Inch Punch: 2D10+4 damage, usable every D6 turns 
600 XP 

Vince Kropotkin 

A Biker of the Apocalypse 

4D10 HP 

Attack for D6+3, +3 to hit 

2 Agility, 4 Dodge Chance 

Rocksalt: Inflicts Poison, usable every D4 turns 

Birdshot: \nflicts Blindness, usable every D4 turns 
Buckshot: AOE, D10+3 damage, usable every D6 turns 
500 XP, Drops a Bicycle when beaten 

Pracha “Kip” Rojjana Sukchai 

A highly skilled massage therapist 

3D10 HP 

Attack for D6+1, +1 to hit 

2 Agility, 4 Dodge Chance 

Group Rate: AOE, restores D20 HP, usable every D6 turns 
Happy Ending: Adds Refreshed, usable every D6 turns 
Rubdown: Adds Ironbody, usable every D6 turns 

400 XP 

Miscellaneous Filler Enemies (remember to give them names!) 
2D10 HP 

Attack for D6+2 damage, +2 to hit 

2 Agility, 4 Dodge Chance 

200 XP 


When you win a battle, roll once on the Random Loot Table for each (human) enemy dispatched. 


1 Jerky 


Cocola Cola 


Alcohol 
Empty Bottle 


ope 


7-9 | D10 Mags 


10 | Perfume 


The DK Crew 
The DK Crew is a four man gang lead by the very white Digby “DK” Kohlberg, cruising the wasteland in 
a sweet Cadillac looking for gasoline and mags. They are on their way to the Porn Parlour to cash in 
before anyone else does. At some point in their journey the players will encounter these guys, possibly 
more than once. They function as a rival adventuring party, and DK essentially acts like Patches from the 
Souls games, continually tricking, frustrating or blocking the players’ progress wherever he encounters 
them. Their approach is signalled by gangsta rap blasting from their car stereo, played from a well worn 
cassette tape. 


Full Name: Digby Solomon Kohlberg 

Nickname: DK 

Class: Wigger 

Fighting Art: 9mm Parabellum 

Past Occupation: Tax Attorney 

Likes: Money 

Favorite Food: Grapefruit 

Most Hated Thing: Snitches 

3D10 HP. 9 Burn/Bleed/Poison resist, 9 Falling resist, 6 Stun/Paralysis Resist 
D6+3 Damage, +3 to hit 

3 Agility, 5 Dodge Chance 

Pop Pop: 2D10+3 Damage, D6 turns cooldown 

BRAAAAP: AOE attack for D10+3 Damage each, D6 turns cooldown 
1,200 XP 

O’Brien Rodman 

Yung Zadok 


Hashbrown 

2D10 HP 

Attack for D6+2 Damage, +2 to hit 
2 Agility, 4 Dodge Chance 

300 XP each 


If the players somehow manage to pin them down, it”ll be a tough fight. On the plus side, if they win, the 
car is theirs. 


